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STORY GENERATING GAME SYSTEM
USING PARTIAL PROGRAMS WITH
DIFFERENT ENDINGS

BACKGROUND OF THE INVENTION

1. Field of the Invention

The present 1nvention relates to a game program produc-
fion method, a game system, and a recording medium used
in role playing games.

2. Description of the Related Art

Recently, proposals have been made about many and
various game systems and also made about a wide variety of
video or television games used 1n these game systems. For
example, such games include simulation games, role playing
games, fighting games, and puzzle games.

Among these games, the role playing games are such that
the player becomes the main character 1n the game and has
various experiences within the game space along the lines of
the story set up within the program. It 1s a recent trend that
such role playing games tend to become more complex and
longer as the game systems become more advanced.
Accordingly, some role playing games require up to 50
hours from start to finish. In such long role playing games,
usually all data up to the stage reached by a player 1s stored
in a memory card that can be attached to or detached from
the game system. When the player plays a next time, the
game can be continued and be progressive to the next stage
by reading the data from the memory card attached to the
game system.

Herein, 1t 1s to be noted that players playing a long role
playing game do not always necessarily want to play the
game continuously. Sometimes, a player may neither want to
play such a game nor may play the game for a long period
of time. When a situation continues such that a game has
been mterrupted on the way of the game or 1s not used for
a long time, a player may sometimes lose interest in the
game.

On the other hand, a player’s mterest even 1 a long role
playing game tends to weaken once the game 1s cleared or
comes to an end. Therefore, consumers are always expecting
role playing games to have more variations and are wanting
games that they do not tire of.

To the contrary, it 1s very laborious and time consuming,
for software developers developing role playing games to
develop long role playing games. This trend 1s becoming
more pronounced as game systems become more advanced.

SUMMARY OF THE INVENTION

It 1s an object of the present invention to provide a game
program production method for producing programs for
games with substantial variation that can maintain a player’s
interest over a long period of time.

It 1s another object of the present invention to provide a
game program production method that can reduce the labor
and time 1mposed on software developers and furthermore
that can create games with a wide variety of the scenarios
provided.

It 1s a further object of the present invention to provide a
game system that can be finished 1n a relatively short period
of time, that can enjoy each game with substantial variation
as a single game unit, and that can readily lengthen games
by combining a plurality of single game units.

It 1s a still further object of the present invention to
provide a recording medium for storing programs for the
above games.
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A method to which the present invention 1s applicable 1s
for use 1n producing a game program that executes a game
in accordance with a story. According to a first aspect of the
present 1invention, the method comprises the steps of pre-
paring a plurality of partial programs for partial scenarios
cach equipped with end conditions, selecting a first one of
the partial programs that has a first one of the end conditions,
and determining, from the partial programs, a second one of
the partial programs that has a second one of the partial
programs 1n accordance with the first end condition of the
first partial program, on the condition that the second partial
program continues with the first partial program in the story.
In this way, the partial programs for partial scenarios are
combined to create the story.

Thus, 1n the game program production method according,
to the present invention, combinations of programs, namely,
partial programs for partial scenarios can be used to create
cames with abundant variety.

Therefore, combining partial scenarios programs with one
another 1n a substantially random manner can create various
different stories and, players can thus enjoy the game as
played along each story line.

According to another aspect of the present invention, a
game system 1s capable of executing a game 1n accordance
with a story and player operations. The game system com-
prises storage means for storing a plurality of partial pro-
orams for partial scenarios that partially define the story and
that are each equipped with end conditions and scenario
processing means, operable 1n response to the player
operation, for determining a first one of the partial programs
for the first partial scenario that makes up a first part of the
story, and for selectively determining a second one of the
partial programs for the second stage partial scenario, that
follows the first partial program for the first stage partial
scenario, so that the story continues from the end condition
of the first partial program for the first partial scenario. The
first and the second partial programs for the first and the
second partial scenario are combined to create the story.

A computer-readable recording medium according to still
another aspect of the present invention 1s for use in execut-
ing a game according to a story and player operations. The
recording medium comprises the steps of determining a first
onc of partial programs for the first partial scenario that
executes a first part of the story in accordance with the
player operations by selecting a plurality of partial programs
for partial scenarios that execute parts of the story and that
arc cach equipped with end conditions and selectively
determining, among the plurality of the partial programs for
the partial scenarios, a second one of the partial programs for
the second partial scenario that follows the first partial
program for the first stage partial scenario with reference to
the end condition of the first partial program for the first
partial scenario on the condition that the second partial
program can continue the story from the end condition of the
first partial program for the first partial scenario. The story
1s composed of a combination of the partial programs for
partial scenarios.

Using such a recording medium can enjoy various games
with different stories by managing programs for a plurality
of partial scenarios.

BRIEF DESCRIPITION OF THE DRAWINGS

FIG. 1 1s a block diagram showing a game device 1n which
the present invention can be applied;

FIG. 2 presents an overview for explaining the method for
producing games that relate to the present mvention;
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FIG. 3 shows the flow of a game produced using the
method for producing games that relates to the present
mvention;

FIG. 4 1s a flowchart for explaining the operation of a

game system that relates to an aspect of the embodiment of >

the present invention;

FIG. § 1s a block diagram for explaining a game system
that relates to an aspect of the embodiment of the present
mnvention; and

FIG. 6 1s a flowchart for explaining the operation of a
game system that relates to another aspect of the embodi-
ment of the present mnvention.

DESCRIPTION OF THE PREFERRED
EMBODIMENTS

Referring to FIG. 1, description 1s made about a game
device to which the present invention i1s applicable.
Although the 1llustrated game device 1s a home video game
device, the present invention can be applied to a personal
computer, a graphic computer, an arcade game machine, or

the like.

First, a recording medium or a storage medium 84, such
as an optical disk (CD-ROM or other disk-shaped recording
medium) is loaded into the game device to play a game. The
optical disk 1n this embodiment 1s assumed to store thercon
a program according to the present invention.

More particularly, the game device comprises a main
control unit 50, a graphic control unit 60, an audio control
unit 70, a medium control unit 80, and a communication
control unit 90, as shown 1n FIG. 1. These control units 50
to 90 may be collectively called a control block. The control
units 50 to 90, that 1s, those constituting the control block,
arc all connected to a main bus MB. In the illustrated
example, a parallel I/O port 101 for connecting other periph-
eral equipment and a serial I/O port 102 for communicating
with other game apparatuses and the like are connected to
the main bus MB. The main control unit 50, control 1nput
control unit 90, and medium control unit 80 operate as game
control units for controlling the execution of the game 1n
response to player control operation carried out by manipu-
lating the controller 11 that operates as a control input unit.

The 1illustrate main control umit 50 1s configured by a
central processing unit (CPU) 51, a peripheral device con-
troller 52, a main memory 33, and an operating system (OS)
ROM 354. More specifically, the peripheral device controller
52 1 the main control unit 50 performs interrupt control,
fiming control, memory control, and control over direct
memory access (DMA) transfers, etc. On the other hand, the
main memory 33 1s configured by an RAM of a memory
capacity of 2 megabytes, for example, while the OS ROM 54
1s configured by a 512-kilobyte memory, for example. The
OSROM 54 stores programs for the so-called operating
system or the like which manages the main memory 33, the
graphic control unit 60 (operable as a graphic system), and
the audio control unit 70 (operable as a sound system), etc.,
as mentioned before.

The 1illustrated CPU 51 1s formed by a 32-bit RISC
(reduced instruction set computer) CPU and is operable to
control overall devices by executing the operating system
(OS) stored in the ROM 54. The illustrated CPU 51 also has
a command cache and a scratch pad memory and also
manages a real memory.

The graphic control unit 60 i1s configured by a geometry
transfer engine (GTE) 61, a graphic processing unit (GPU)
62, a frame buffer 63, and an expansion circuit 64. The
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4

display device 65 1s connected to the GPU 62 1n the graphic
control umt 60. In this case, the graphic control unit 60
operates as a display control unit to control the display on a
screen of the display device 635.

The display device 65 noted here may be a television
receiver 1n the case of an ordinary home game machine, a
computer display in the case of a personal computer or work
station, and a game display device 1n the case of a commer-
cial game machine.

The geometry transfer engine (GTE) 61 in the graphic
system 60 described before 1s configured by a coordinate
computing coprocessor that performs coordinate conver-
sions and other processing. The graphic processing unit
(GPU) 62, on the other hand, performs image drawing in
accordance with drawing instructions (drawing commands)
from the CPU 51. The images drawn by this GPU 62 are
stored 1n the one-megabyte frame buifer 63, for example.
The expansion circuit 64 performs direct conversions, such
as so-called discrete cosine transforms, and also 1s config-
ured by an image decoder (hereinafter called an MDEC) 64
that decodes 1image data compressed and encoded.

The geometry transfer engine (GTE) 61 comprises, for
example, a parallel processing mechanism that executes a
plurality of computations in parallel. The GTE 61 1s oper-
able as the coprocessor of the CPU 51 and carries out, 1n
response to processing requests from that CPU 351,
conversion, such as coordinate conversion, light source
computations based on computations of the mner products
of normal vectors and light source vectors. For example,
fixed decimal point type matrix and vector computations can
be carried out at high speed by the 1llustrated GTE 61.

More speciiically, 1n cases where computations are done
to implement flat shading that draws one triangular polygon
in the same color, coordinate computations of around 1,500,
000 polygons can be performed per second at maximum by
the 1llustrated GTE 61. With this structure, the illustrated
image processing system not only can reduce the loads on
the CPU 51, but also can execute high-speed coordinate
computations. It 1s to be noted that the polygon means a
minimum graphical umt for displaying three-dimensional
objects and may be a triangle or quadrangle. In the present
invention, as will be described subsequently, coordinate

computations are performed for each polygon using the GTE
61.

The graphic processing unit (GPU) 62 operates according
to polygon drawing commands from the CPU 51, and
performs the drawing of polygons for the frame buflfer 63.
This GPU 62 1s designed to draw up to 360,000 polygons in
1 second. This GPU 62, furthermore, has its own two-
dimensional address space that 1s independent of the CPU
51, configured so that the frame buifer 63 maps thereto.

The frame buffer 63 1s formed by a so-called dual port
RAM, and 1s capable of simultancously performing both
drawing operation indicated from the GPU 62 or transfer
operation mndicated from the main memory 53, and read-out
operation for the displays. More specifically, the frame
buffer 63 has 1 megabyte of memory capacity, for example,
and 1s handled, respectively, as 16-bit matrixes with 1024
pixels arranged 1 the horizontal direction and 512 pixels
arranged 1n the vertical direction.

This frame buffer 63 can output any display area of the
stored 1mage display areas on the display device 65. In
addition to the display areas for video signals, the frame
buffer 63 also comprises a CLUT area for storing a color
look-up table (CLUT) that is referenced when the GPU 62

draws polygons and the like, and a texture area for storing
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materials (textures) inserted (mapped) into the polygons that
are coordinate-converted at drawing time and drawn by the

GPU 62.

The 1llustrated frame buffer 63 i1s also capable of per-
forming high-speed DMA transfers with the main memory

53.

The expansion circuit (MDEC) 64 in the graphic control
unit 60, meanwhile, reads data from the recording medium
84 under the control of the CPU 31, decodes still picture or
moving picture 1mage data stored in the main memory 53,
and again stores those data in the main memory 53. More
specifically, the MDEC 64 1s designed so that 1t can execute
reverse discrete cosine transform (reverse DCT) computa-
tions at high speed. As a result, the MDEC 64 can expand
compressed data read out from the recording medium 84,
according to the procedures of the color still picture com-
pression standard (so-called JPEG) or accumulated media
type moving picture encoding standard (so-called MPEG).

These reproduced image data are stored in the frame
buffer 63 after they are passed through the GPU 62, and
thereby can be used as background for the 1images drawn by

the GPU 62 described earlier.

The audio control unit, that 1s, the sound system 70,
comprises a sound playback processor (SPU) 71 for gener-
ating musical sounds and sound effects, etc., based on
instructions from the CPU 51, a 512-byte sound buflfer 72,
for example, wherein are stored voice or musical data, etc.,
or sound source data, etc., read out from the CD-ROM, and
a speaker 73 that serves as sound output means for output-

ting the musical sounds and sound effects, etc., generated by
the SPU 71.

The SPU 71 described above 1s provided with ADPCM
decoding functions for reproducing audio data that have
been adaptive differential encoded (ADPCM [ Adaptive Dif-
ferential Pulse Code Modulation]), with 16-bit audio data as
4-bit differential signals, with playback functions for playing
back sound effects and the like by playing back sound source
data stored 1n the sound buffer 72, and with modulation
functions for modulating and playing back the audio data,
etc., stored 1n the sound buffer 72.

As mentioned before, it 1s readily understood that the SPU
71 at 1ssue has a built-in ADPCM sound source 24 which has
functions for looping automatic modification of motion
parameters having time as a coefficient, and operates accord-
ing to control inputs sent from the CPU 51. The SPU 71 also
manages 1ts own address space wherein the sound butfer 72
1s mapped, transters ADPCM data from the CPU 351 to the
sound buffer 72, and plays back data by directly passing
key-on, key-off, and modulation information.

The sound system 70 can be used as a so-called sampling,
sound source that plays back musical sounds and sound
effects based on audio data, etc., stored 1n the sound buffer
72 according to instructions from the CPU 51.

Next, the medium control unit 80 1s configured by a
recording medium driver 81, a decoder 82, and a buifer 83,
and the recording medium 84 is loaded into the recording
medium driver 81. For the recording medium 84 here, a hard
disk, a flexible disk, a semiconductor memory or the like can
be used, although description 1s restricted to the optical disk,
that 1s, the CD-ROM, as mentioned before. In this
connection, 1t 1S readily understood 1in FIG. 1 that the
recording medium driver 81 1s a CD-ROM driver and the
decoder 82 1s a CD-ROM decoder. The game program
according to the present invention 1s stored 1n this recording
medium 84.

The recording medium driver 81 described above has
functions for playing back programs and data, etc., recorded
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6

on the recording medium 84 that 1s, the CD-ROM disk,
while the decoder 82 1s provided with functions for decoding

programs and data, etc., that are stored after an error
correction code (ECC) is added. The buffer 83, furthermore,

1s configured by a RAM having 32 kilobytes of recording
capacity, for example, for temporarily storing playback data
from the recording medium driver 81.

Provision 1s made here such that, in terms of disk format,
CD-DA or CD-ROM XA data, etc., can be supported, and
the decoder 82 also operates as a part of the audio control
unit 70 for playing back audio data recorded on the record-
ing medium 84.

The audio data recorded on the disk played back by the

illustrated recording medium driver 81 may be, 1n addition
to ADPCM data (CD-ROM XA ADPCM data, etc.),
so-called PCM data resulting from the analog/digital con-

version of audio signals.

Of the audio data noted 1n the foregoing, ADPCM data are
recorded with the differential of 16-bit data represented with
4 bits, and those ADPCM data are supplied to the SPU 71
described ecarlier after being subjected to error correction
and decoding by the decoder 82. The data undergoes digital/
analog conversion and other processing in the SPU 71 and
are then sent to the speaker 73.

Meanwhile, the audio data formed by PCM data recorded
as 16-bit digital data, for example, 1s decoded by the decoder
82 and then used for driving the speaker 73. The audio
output from that decoder 82 first goes to the SPU 71 where
it 1s mixed with the output of that SPU, then passed through
a reverb unit to form the final audio output.

Now, the present invention provides the recording
medium 84 for storing a game program playable on the game
device shown 1n FIG. 1 and a game system that includes this
recording medium 84. In addition, the present ivention
provides a method for producing the game programs that are
executed on the game device of FIG. 1.

Here, the concept of the method for producing the game
programs that relate to the present i1nvention will be
explained with reference to FIG. 2. At first, a plurality of
scenarios, each with a different aim, 1s produced or written
and prepared. In the example shown 1n FIG. 2, ten scenarios
are prepared. The 1illustrated ten scenarios include an abduc-
tion scenario (1), a curse scenario (2), an illness scenario (3),
a guarded escort scenario (4), a mission scenario (§), a
subjugation scenario (6), two search scenarios (7) and (8), an
escape scenario (9), and an information scenario (10).
Specifically, because 1n the present invention these scenarios
are used to create part of the story, they are generally called
partial scenarios. These partial scenarios are realized 1n the
form of programs for partial scenarios and each partial
scenar1o 1ncludes many short stories that can be selected by
players. Here, 1t 1s assumed that four partial scenarios form
one story.

Specifically, the aim of the abduction scenario (1) is that
the main character in the game (that is, the player) rescues,
from the abductor, the person who has been abducted in the
game. The aim of the curse scenario (2) is that the person
who has been cursed 1s released from the curse by the deeds
of the main character. The aim of the illness scenario (3) is
that the cause of the illness in the person or persons who
have become 1ll 1s cured by deeds of the main character. In
the guarded escort scenario (4), a predetermined person is
escorted by the main character to a prescribed place.

The aim of the mission scenario (5) i1s that the main
character hands over a requested 1tem to a certain person and
the aim of the subjugation scenario (6) is that a targeted
monster 1s subdued or suppressed by the main character.
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The aim of the one of the two search scenarios (7) 1s that
the main character finds an item (hereinafter called the first
search scenario). On the other hand, the aim of the other (8)
1s that the main character finds a person and takes that person
to have him or her meet the requesting party (hereinafter
called the second search scenario).

The aim of the escape scenario (9) is that the main
character escapes from a certain area 1n the game space to
another area. The aim of the information scenario (10) is that
the main character seeks all the mmformation necessary for
the next activity.

All of the partial scenarios above might appear, at a
oglance, to be unrelated to one another. However, 1 the
present mnvention, as will be explained below, they are linked
together and a logical story 1s created 1n a manner to be
described by combining four scenarios without any sense of
incompatibility.

Below, the above scenarios, that 1s, the abduction
scenario, curse scenario, illness scenario, guarded escort
scenario, mission scenario, subjugation scenario, two search
scenarios, escape scenario, and information scenario, are
often called 1n more general terms as the first to tenth partial
scenarios (1) to (10) in the instant specification.

Ditferent end conditions E1 through E10 are prepared or
defined for each of the partial scenarios. Except for end
conditions E6, E7, and ES8 defined for the subjugation
scenario and the first and second search scenarios (6), (7),
and (8) and end conditions E9 and E10 defined for the
escape and information scenarios (9) and (10), two different
end conditions (hereinafter referred to as end conditions A
and B) are provided as the end conditions for the partial
scenarios(1) through (5). Here, end condition A specifies the
end condition used when any other result than the essential
aim of each partial scenarios can not be accomplished while
the end condition B specifies the end condition used when
the aim of each partial scenario 1s achieved.

The end condition A, occurs, for example 1n the abduction
scenario, when the main character 1in the game overthrows
the abductor. On the other hand, the end condition B occurs
when the person who was abducted 1s rescued without any
mishap and talks to the party who requested their release.
When the rescue attempt fails and the abducted person dies,
the abduction scenario ends. The end conditions A and B for
the above abduction scenario also vary according to each
aim or purpose ol the abduction. For example, the end
conditions A and B may be prepared for the abductions for
a ritual, for materialistic desires, for monopoly, or for
obstructing a coronation. The following scenarios are also
prepared which correspond to the different end conditions A
and B and which can be reasonably linked to the end

conditions A and B.

The following linked scenarios are determined by a
four-byte pseudo-random number. A number of partial end-
ing events are prepared as possibilities for the next partial
scenario. Specifically, even when the end condition for a
ritual abduction comes to the end condition A, various
events occurs such that the abductor escapes together with
the abducted person (event 1), that the abductor puts a spell
on the abducted person (event 2), that the abductor loses the
abducted person (event 3), that the abductor loses the entire
party including the abducted person (event 4), that the
abductor kills the abducted person (event 5), and that the
abducted person is an impostor (event 6).

In a role playing game relating to the present invention,
the partial scenar1o to be linked next 1s established according
to the events 1 through 6. For example, 1n the case of event
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1, the information scenario or abduction scenario 1s estab-
lished as the next partial scenario, or in the case of event 2,
the curse or information scenario i1s set up as the next
scenar1o. Likewise, partial ending events are also prepared
for other events.

Likewise, when a ritual abduction ends with end condi-
tion B, the next scenario 1s determined independently of the
previous abduction scenario. Alternatively, 1f an event such
as reappearance or revival of the abductor occurs, the next
scenario will be selected from the information scenario,
subjugation scenario, first search, or second search scenario.

Below, the next following scenarios for the abductions
based on materialistic desires or monopolistic desires are
also prepared 1 the same way.

Also, 1 the curse scenario, the end condition A occurs
when the main character moves to the place where an object
necessary for removing the curse 1s located, while the end
condition B appears when the main character removes a
cause for the curse and talks to the requesting party. End
condition B might also appear when the main character loses
the means of removing the cause of the curse, that 1s, when
he or she has failed. Furthermore, these end conditions A and
B and failure conditions differ from one another 1n depen-
dence upon the conditions for removing the curse.
Specifically, provision 1s made about information and first
and second search scenarios for each of the end condition A
and B and for the failure condition.

In the 1llness scenario, the end condition A 1s caused to
occur when the main character goes to the place where a
curing object 1s present and the end condition B appears
when the main character removes the cause of the 1llness and
talks to the requesting party. Also, end condition B defines
the failure condition that appears when the means of curing
the 1llness 1s lost. In the 1llness scenario, end conditions and
the following linked partial scenarios differ from one
another, depending upon the reason for the illness.

In the guarded escort scenario, end condition A appears
when the main character arrives at a target place, and the
failure condition appears when the person escorted 1s killed.
End condition B may be caused to occur when the person
being escorted talks to the requesting party after they have
been escorted and may appear as the failure condition when
the person escorted 1s killed. When either end condition A or
B 1s fulfilled for the guarded escort scenario, the next partial
scenario 1s determined randomly, namely, by a random
number.

Furthermore, 1n the mission scenario, the end condition A
occurs when an item 1s handed over to a target person and
the failure condition occurs when the 1tem 1s lost or 1s not
handed over. End condition B may occur when the item 1s
handed over and the main character talks to the requesting
party and the failure condition appears when the 1tem 1s lost
or not handed over. As with the guarded escort scenario,
when either end condition A or B 1s fulfilled 1n the mission
scenario, the next partial scenario 1s determined randomly,
namely, by a random number generated 1n the game system.

Next, in the subjugation scenario, the end condition 1s
when a target 1s subdued and the main character talks to the
requesting party. In the first search scenario for searching for
an 1tem, the end condition occurs when the 1tem 1s found and
handed over to the requesting party. The failure condition
appears when the item 1s lost or not handed over. In the
second search scenario for searching for a person, the end
condition occurs when the person 1s found and taken to meet
the requesting party while the failure condition occurs when
the person being searched dies. When any end or failure
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condition for these three scenarios 1s fulfilled, the next
partial scenario 1s determined as for the guarded escort and
M1SS10on scenarios.

Also, 1n the escape scenario, the end condition occurs
when the main character moves to the next area and 1n the
information scenario, the end condition appears when the
main character goes to the next area and obtains information.
In the escape scenario, when the end condition 1s fulfilled by
movement of the main character into another area, the next
partial scenario 1s determined randomly, namely, by a ran-
dom number. However, when information 1s obtained
through the information scenario, the next partial scenario 1s
executed before the information scenario. The relationship
between this and the partial scenario 1n which the informa-
tion was requested 1s used to determine the next partial
scenario.

As explained above, 1n the role playing games of the
present invention, the partial programs from the first stage to
the fourth stage are determined randomly and so the number
of combined partial scenarios enable users to enjoy games
with different storylines. This enables the creation of role
playing games of which players will not tire.

In this example, as explained below, a sequence of
pseudo-random numbers 1s used to successively determine
the scenarios from the first stage partial scenario through to
the fourth stage partial scenario. Normally, when a first one
ol the pseudo-random number sequence or string
(heremafter referred to as a random number seed) is pro-
duced 1n each computer, only one random number sequence
or string 1s uniquely determined after generation of the
random number seed. Therefore, each partial scenario
selected by the random number produced after the same
random number seed will be uniquely determined by the
random number sequence. However, as explained above, the
actual pseudo-random number seed 1tself 1s four bytes long.
Therefore, even 1f the same random number seed 1s used or
selected 1n the game by a player, each story seems to be
configured at random by the scenarios that are linked 1n a
substantial random manner, as long as that all of the random
number seeds are not memorized by the player in question.

An overview of the game program production method
will be described 1n connection with a first aspect of the
present mvention. In this method, games with various sto-
rylines are created by combining partial scenarios selected
from the first to tenth partial scenarios (1) through (10) into
four stages 1 to 4. Under the circumstances, decision 1s made
at first about the first partial scenario (actually the program
for the partial scenario (simply called the partial scenario
below to simplify explanation)) of the story and the second
partial scenario which follows the first partial scenario,
depending on the end condition of the first partial scenario.
At any rate, the first and the second partial scenarios are
selected from the partial scenarios mentioned above.

In this event, the end condition for the first partial scenario
used 1n the first stage and the start condition of the second
partial scenario in the second stage are made up so that the
story 1s reasonably continued between the first and the
second partial scenarios.

More speciiically, the first partial scenario or the partial
scenario of the first stage 1s selected and determined from the
above-mentioned partial scenarios 1 through 8 by using
pseudo-random numbers. Also, the number of end condi-
fions for the partial scenario of the first stage are prepared to
fit the processing results of the first stage partial scenario. As
a result, one of the above partial scenarios 1 through 10 can
be used as the second stage partial scenario. The partial
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scenar1o that makes up the fourth stage 1s selected from the
partial scenarios equipped with the one end condition that 1s
prescribed by parameters 1 accordance with the results of
the processing of the fourth partial scenario. For example, 1n
the method according to the present invention, the program
has been written or produced to allow any one of the
subjugation scenario and the first and the second search
scenarios to be used as the partial scenario in the fourth
stage. Thus, the partial scenario 1n the third stage 1s selected
from the partial scenarios equipped with an end condition
that matches the start condition of the above fourth stage
partial scenario.

In the method for producing the game programs according,
to the present invention, the level of difficulty can be varied
by combinations of programs for partial scenarios that
prescribe the story 1n accordance with the results of pro-
cessing the story. As mentioned before, the story 1s config-
ured by the partial scenarios from the first stage through to
the fourth one. Furthermore, programs for role playing
games according to the present mvention are produced or
written so that the end condition can be ultimately reached
by successively clearing each of the partial scenarios.

Referring to FIG. 3, description will be schematically
made about the role playing games that use the game
programs according to the present invention produced by
using the above method. In the games 1n question, players
can enjoy partial games which have many and various story
lines as explained above from the start of the games to the
final end. In FIG. 3, the configuration of just one story is
shown by a solid line. However, 1n actual fact, partial games
cequipped with many storylines are provided from the start to
the end as shown by the broken lines. One long playing
storyline 1s configured by these many stories.

Firstly, the story that will be selected 1s either substan-
tially randomly determined at the start of the role playing
game by the use the pseudo-random numbers or can be
determined when the player inputs a number given 1n the
Story.

As shown 1n FIG. 3, each story 1s composed of first stage
partial scenario a, second stage partial scenario b, third stage
partial scenario ¢, and fourth stage partial scenario d, as
mentioned in conjunction with the method for producing
came programs relating to the present invention.
Furthermore, one of the first to eight partial scenarios (1)
through (8) 1s randomly selected as the first stage partial
scenario a from the first to tenth partial scenarios. The
second stage scenario b 1s selected according to the end
condition E of the first stage partial scenario a. One of the
first to tenth partial scenarios (1) through (10) may be
selected as the second stage partial scenario b in accordance
with the end condition E of the first stage partial scenario a
and/or a random number.

As explained before, the end condition of the partial
scenario (1) through (8) used as the first stage partial
scenario a 1s selected from end conditions A and B and
failure conditions selected by the random number. As a
result, one scenario from the first to the tenth partial sce-
narios (1) through (10) is selected as the second stage partial
scenario b.

Next, the third stage partial scenario ¢ 1s determined using
random numbers from the end condition of second stage
partial scenario b. To ensure selection of the third stage
partial scenario ¢ that links to the fourth stage partial
scenario d as described above, the partial scenarios corre-
spond to random numbers. That 1s, a partial scenario
equipped with an end condition E that leads on from either
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the subjugation scenario or the first and the second search
scenar10s 1s selected as the third stage partial scenario c.

Following this third stage partial scenario c, the fourth
stage partial scenario d 1s selected from the subjugation
scenario and the first and the second search scenarios 1n
accordance with the results of the processing of the third
stage scenar1o ¢. The player can proceed 1n the game along
the lines of the selected partial scenario.

Thus, because the number of storylines increases accord-
ing to the number of ways 1n which the ten types of partial
scenarios are combined 1nto four stages, players can enjoy a
cgame with a number of different stories. The single story
configured by the four partial scenarios 1s not so long and
thus, the player, for each story, not only feels the satisfaction
on completion of the game but also 1s able to enjoy a
different story when they next play the game. This enables
players to maintain their interest for a long time.

Next, execution of a role playing game relating to the
present 1nvention with just a single story will be explained
with reference to FIG. 4 and FIG. 1. Firstly, prior to the start
of the role playing game, the recording medium 84, in which
the program for the role playing game 1s stored, 1s loaded
into the recording medium driver 81 (FIG. 1). When the
player operates the controller 11 1n this state, at least part of
the program in the recording medium 84 1s given to the main
memory 353 via the main bus MB under control of the
OSROM 54 and CPU 51. In this example, 1t 1s assumed that
a program composed of the partial scenarios 1 through 10 1s
ogrven to the main memory 53.

Next, a pseudo-random number seed that corresponds to
the story number 1s 1mnput by a player operation or a pseudo-
random number seed 1s input in accordance with the opera-
tion timing of the player (Step S1). Here, four-byte random
number seeds have been prepared. When a random number
seed 1s mput, the CPU 51 selects the partial scenario that
corresponds to the random number seed (Step S2), and
images relating to that partial scenario are displayed on the
display device 65 via the graphic control unit 60. After this
operation, the first stage partial scenario 1s executed 1in
accordance with a command 1nput when a player operates

the controller 11 (Step S3).

In step S4, decision 1s made about whether or not end
condition A or B or the failure condition 1s fulfilled in the
first stage partial scenario. As long as the above-mentioned
condition 1s not fulfilled, the first stage partial scenario 1s
executed. Herein, it 1s to be noted that judgement 1s not
always made 1n connection with both end conditions A and
B and that judgement might be made during the game 1n
connection with either one of the end conditions selected at
certain timing. Thus, one end condition 1s selected and at

such pomt during the game. As a result, decision may be
made about whether or not the selected end condition 1is
tulfilled. In step S4, when either one of the end condition A
or B or the failure condition for the first stage partial
scenario 1s satisfied, the next pseudo-random number
(second pseudo-random number) is generated by the CPU
51. The partial scenario that corresponds to the second
pseudo-random number 1s selected as the second stage
partial scenario (step S5).

When the second stage partial scenario 1s selected, the
partial scenario is executed (step S6). In step S7, judgement
1s made about whether or not the end condition A or B or the

failure condition for the second stage scenario 1s satisiied.

Next, 1n step S8, a the third stage partial scenario that
corresponds to a third pseudo-random number generated 1s
selected. Here 1n actual fact, the third stage partial scenario
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that corresponds to the pseudo-random number 1s read from
the main memory 353 and executed on the basis of an
indication given from a player. A partial scenario that can
lead onto either a subjugation scenario or first or second
search scenar1o 1n the fourth stage partial scenario 1s selected
as the third stage partial scenario. Here, by limiting the
partial scenarios that correspond to the third pseudo-random
number generated 1n step S8, a third stage partial scenario
that links to the above fourth stage partial scenario can be
selected.

Following the above-operation, step S10 i1s executed to
determine whether or not the end condition A or B or the
fallure condition for the third stage partial scenario 1is
fulfilled. As long as neither end condition A or B nor the
failure condition 1is fulfilled, the third stage partial scenario
will be executed. In step S10, when either of the above end
conditions or failure condition 1s fulfilled, the fourth pseudo-
random number 1s generated by the CPU 351 and the fourth
stage partial scenario is selected (step S11). As above, the
fourth stage partial scenario can be either the subjugation
scenar1o or the first or second search scenario. The partial
scenario 1s executed in step S12 based on CPU 51 control.
In step S13, the CPU 51 determines whether or not the end
condition for the fourth stage partial scenario 1s fulfilled.
When it 1s determined that the end condition for the fourth

stage 1s fuliilled, the processing proceeds to step S14.

In step S14, judgement 1s made about whether or not the
player selects the next story. In step S14, when the next story
1s selected, processing returns to step S1 and the same
operations are repeated. When the next story i1s determined
by a pseudo-random number, it 1s possible to adjust the
pseudo-random number generation so that a different story
from the previous one 1s selected. Also, game results are
stored 1n the memory card device 20, which 1s attached to the
operation control part 90, and these results can be used when
later games are played.

On the other hand, when the player does not select the
next story in step S14, the story that i1s configured by the first
to fourth stage partial scenarios comes to an end.

The CPU 351 control operations that relate to the present
invention will now be explained more detail with reference
to FIG. § and FIG. 1. In FIG. 5, for brevity of description,
the controller 11, main memory 33, graphic control unit 60,
and display device 65 are shown 1n addition to the CPU 51.
As shown 1n the figure, the CPU 51 comprises a command
processing part 511 that processes commands from the
controller 11, a random number generation part 512, a
scenario execution part 513, a scenario selection part 514,
and a scenario management part 515. Here, the random
number generation part 511, the scenario execution part 514,
the scenario selection part 514, and the scenario manage-
ment part 5315 may, as a group, be called the scenario
processing part.

When a command 1s entered by a player operation, the
command processing part 5311 firstly operates the scenario
management part 515 and then causes the random number
ogeneration part 512 to generate a pseudo-random number
secd. Here, when a player directly enters a pseudo-random
number corresponding to the story by operating the control-
ler 11, pseudo-random number strings may be generated
sequentially. In this event, this pseudo-random number seed
1s included 1n the pseudo-random strings as the default value
for the random number generation part 512. In the scenario
selection part 514, the pseudo-random number seed gener-
ated by the random number generation part 512 1s converted
into a partial scenario address stored 1n the main memory 53
and this address 1s sent to main memory 353.
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As a result, commands and data corresponding to the
partial scenario are read sequentially from the main memory
53 address that corresponds to the pseudo-random number
sced and sent to the scenario execution part 513. The
scenario execution part 513 1s operated according to mnstruc-
tions and data from the main memory 353 and according to
commands from the player given via the command process-
ing part 511 and the scenario management part 515. The
results of these operations are displayed on the display
device 65 via the graphic control unit 60. In addition to this
display, 1t 1s also possible to output audio through the audio
control part 70. Also, the results of the execution of the
scenario execution part 513 and the results of the partial
scenar1o selection in the scenario selection part 514 are sent
to the scenario management part 515. In the scenario man-
agement part 515, the partial scenario being executed 1s
detected from the selection results of the scenario selection
part 514 and the end conditions for the partial scenario are
monitored. The random number generation part 3512 1is
accessed to execute the partial scenario to be next selected
and the next pseudo-random number 1s sent to the scenario
selection part 514. When the next pseudo-random number 1s
read from the random number generation part 512, the
scenario selection part 514 converts the pseudo-random into
a main memory 33 address. The next partial scenario 1s then
read and executed 1n the scenario execution part 513.

In the example shown 1n the figure, the results of pro-
cessing 1n the scenario execution part 513 are then moni-
tored. The end of the partial scenario 1s detected i1n the
scenario management part 515, by detecting whether or not
the end condition for the partial scenario 1s fulfilled. On
detection of the end condition, the partial scenario to be next
executed 1s determined by the pseudo-random number gen-
crated 1n the random number generation part 512. Judge-
ment 18 made about whether or not conversations, voice
pieces, or the like are to be inserted to move to the next
scenario and this enables a smooth transition to the next
partial scenario.

Specifically, on moving from the previously executed
partial scenario to the next partial scenario, it 1s assumed that
the end condition A or B 1s executed as a result of accom-
plishing the aim of the previously executed partial scenario.
In this event, the player may wrongly feel that the game 1s
completed or finished. In consideration of the above, when
the previous partial scenario 1s finished and the end condi-
fion as described above 1s generated 1n the scenario man-
agement part 515, a conversation of another character in the
story praising the actions of the main character will be
inserted 1n the abduction scenario. Also, 1 the curse
scenario, 1llness scenario, guarded escort scenario, mission
scenario, subjugation scenario, and first and second search
scenar1os, when the end condition B 1s executed as a result
of player operations and these scenarios are not the fourth
stage partial scenario, the scenario management part 515
will anticipate the movements of the main character and
another person or the requesting party will again, through
pictures or sound, convey a different aim to the main
character by mserting an additional conversation piece.

Below, similar operations are successively executed from
the first stage partial scenario through to the fourth stage
partial scenario. Thus in the present invention, pseudo-
random numbers are used to select partial scenarios thus
enabling players to enjoy role playing games in which
various partial scenarios are combined to provide a wide
variety. When the random-number seed 1s the same for
pseudo-random numbers, the same random number strings
arec produced. Therefore, another player using the same
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random number seed and doing the same operations as the
original player will play a game with the same story as the
original player.

Next, operation of the game system relating to another
aspect of the embodiment of the present invention will be
explamed with reference to FIG. 6. As 1s clear from FIG. 6,
this aspect of the embodiment differs from the aspect of the
embodiment shown in FIG. 4, 1n that a protection scenario
1s 1nserted to prevent the main character from approaching
a specific place or item during execution of the first stage
partial scenario (step S3) and during execution of the second
stage partial scenario (step S6). However, other parts are the
same as 1n FIG. 4 and therefore, in FIG. 6, explanation of the
processing relating to the third and fourth stage partial
scenarios 1s omitted.

A more specific explanation will now be given. In the
example shown 1n the figure, 1n step S3 during execution of
the first stage partial scenario, judgement 1s made about
whether or not a protection scenario is inserted (step Sal).
When a protection scenario is inserted (step Sal: Yes),
decision 1s made about whether or not the end condition or
failure condition for the protection scenario is fulfilled (step
Sad) after the protection scenario is executed in step Sa2. As
with the partial scenario, the protection scenario also has an
end condition and failure condition. When it 1s determined
that the protection scenario has failed or ended, decision 1s
made about whether or not the end condition for the first
stage partial scenario is fulfilled (step S4). Here, failure of
the protection scenario 1s treated as failure of the partial
SCenario.

Likewise, 1n the 1llustrated example, a protection scenario
may be inserted between the execution step Sé6 of the second
stage partial scenario and the end condition determination
step S7 for that partial scenario. As a result, steps Sad, Sa$§,
and Sa6 are also inserted between the steps S6 and S7 to
determine whether or not a protection scenario exists, to
execute the protection scenario and to determine the end of
the protection scenario, respectively.

Thus, 1nsertion of the protection scenario enables even
orcater player interest by creating more complex story plots
where the main character 1s made to search for i1tems that
will destroy a barrier 1n order to enter a target place, for
example a cave. Also, a protection program can be selec-
fively inserted according to the level of difficulty of the game
sclected by the player. It 1s also possible for the end
condition or failure condition for the protection program to
be treated 1n the same way as the end condition or failure
condition of each partial program.

While the present invention has far been described in
conjunction with a few embodiments thercof, 1t will be
readily possible for those skilled 1n the art to put the present
invention 1nto practice 1n various other manners. For
example, the above explains only those matters that apply to
the game device shown in FIG. 1. However, the present
invention 1s not limited to the game device of FIG. 1 but can
be applied to other home game machines, mobile game
devices, or work game devices. Also, the present mnvention
1s not limited simply to game devices but can also be used
in games used on computers and workstations.

As explained above, the present invention can be used to
produce a method for producing games that are rich in
variety and that can sustain player interest over a long
period, a game system, and a recording medium.
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What 1s claimed 1s:

1. A method of producing a game program that executes
a game 1n accordance with a story divisible into a first
plurality of stages, said first plurality being a predetermined
number, comprising the steps of:

storing a plurality of partial programs which define a
second plurality of partial scenarios, the number of said
second plurality of shoos being greater than the prede-
termined number of the stages in said first plurality,
cach of said partial scenarios having at least one end
condition; and

successively selecting the stored partial programs to
assign each selected partial program to each of the
predetermined number of the stages with reference to
the end condition of each selected partial program and
to thereby combine the partial programs to make up the
Story,

wherein the predetermined number of the stages 1s equal
to four and the story 1s made up by successively
combining partial programs selected 1 third and fourth
stages with partial programs selected 1n first and second
stages alter execution of a second partial program.

2. The method according to claim 1, wherein each
selected partial program in each stage 1s randomly deter-
mined from among the plurality of the partial programs.

3. The method according to claim 1, wherein a leading
scenario defined by a leading partial program assigned to a
leading one of the stages has an end condition determined by
an ending event occurring 1n accordance with results from
processing the leading partial program.

4. The method according to claim 1, wherein the prede-
termined number of the stages 1s equal to four and the partial
programs are equal in number to ten.

5. A game system capable of executing a game 1n accor-
dance with a player operations and a story divisible mnto a
first plurality of stages, said first plurality being a predeter-
mined number, comprising:

storage means for storing a plurality of partial programs
which define a second plurality of partial scenarios,
said second plurality being greater 1n number than the
predetermined number of the stages, each of said partial
scenar1os having at least one end condition;

scenario processing means, operable 1n response to the
player operations, for successively selecting the stored
partial programs to assign each selected partial program
to each of the predetermined number of the stages with
reference to the end condition of each selected partial
program and to thereby combine the partial programs to
make up the story,

wherein the predetermined number of the stages 1s equal
to four and the story 1s made up by successively
combining partial programs selected 1n third and fourth
stages with partial programs selected 1n first and second
stages alter execution of a second partial program.
6. The game system according to claim 5, wherein the
SCEnario processing means COMmMprises:
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management means for managing the partial programs for
partial scenarios;

pseudo-random number generation means for generating
pseudo-random number strings under control of the
management means;

selecting means for successively selecting the partial
programs to successively assign each partial program to
cach stage 1n accordance with the pseudo-random num-
ber strings; and

scenario execution means for successively executing, 1n

cach of the stages, the partial programs selected by the

selecting means and read out of the storage means to

combine the partial programs and to make up the story.

7. A computer-readable red medium for use in executing

a game according to player operations and a story divisible

into a first plurality of stages, said first plurality being a

predetermined number, the computer-readable recording

medium being operable 1n accordance with a program that 1s
executed by a computer and that comprises the steps of:

storing a plurality of partial programs which define a
second plurality of partial scenarios and which are
oreater in number than the predetermined number of
the stages, each of said partial scenarios having at least
one end condition; and

successively selecting the stored partial programs to
assign each selected partial program to each of the
predetermined number of the stages with reference to
the end condition of each selected partial program and
to thereby combine the partial programs to make up the
Story,

wherein the predetermined number of the stages 1s equal
to four and the story 1s made up by successively
combining partial programs selected 1 third and fourth
stages with partial programs selected 1n first and second
stages alter execution of a second partial program.

8. The method according to claim 7, wherein each
selected partial program 1n each stage 1s randomly deter-
mined from among the plurality of the partial programs.

9. The method according to claim 7, wherein a leading
scenar1o defined by a leading partial program assigned to a
leading one of the stages has an end condition determined by
an ending event occurring 1n accordance with results from
processing the leading partial program.

10. The method according to claim 7, wherein the pre-
determined number of the stages 1s equal to four and the
story 1s made up by successively combining the partial
programs selected 1n third and fourth stages with the partial
programs selected 1n first and second stages after execution
of the second partial program.

11. The method according to claim 7, wherein the prede-

termined number of the stages 1s equal to four and the partial
programs are equal in number to ten.
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